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59. A game system comprising: 

(a) a video game apparatus having a first processor for 

executing a^: least a first game program that generates 
first pictureXdata representing a portion of a 3 -dimensional 
simulated game Vorld including a first player character viewed 
from a variable Elrst viewpoint, the player character having 
a plurality of bod^ parts for display on a video display ; 
a first manipulatable\ control device for controlling movement 
of said body parts of isaid first player character; 

(c) a portable game system having a discrete display device for 
displaying variable pictures and other images and having a 
second processor for executing at least a second game program 
that receives game data transferred from said first processor; 

(d) said second processor generating\ second picture data 
representing a portion of said simulated game world including 
a second player character having aXplurality of body parts 
viewed from a second variable viewpoint for display on said 
display device in said portable game system; and 

(e) a second manipulatable control device for\ controlling movement 
of the body parts of said second player character. 



60. The game system of claim 59, wherein said first and second 
control devices are housed in the same controMer. 

61. The game system of claim 59, wherein said first and second 
control devices are housed in said portable game system. 
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62. The game system of claim 59, wherein said first and second 
player characters are the same character. 

63. The game syscem of claim 59, wherein said body parts 
comprise articulated fingers that are controlled by at least 
one manipulatable\ control device . 

64. The game system of cPaim 59, further comprising at least one 
manipulatable control device for selecting viewpoints from 
which said player characters are viewed. 

65. The game system of claim 59,\wherein said display device 
displays a map of at least a portion of said game world. 

66. The game system of claim 59, further comprising manipulatable 
control device for enlarging and reducing a selected area of 
said game world for display on said display device. 

67. The game system of claim 59, further comprising a plurality 
of said portable game systems, each displaying said 
simulated game world from a different variable viewpoint. 

68. The game system of claim 59, wherein said firstAgame program 
is stored on a program/data storage disk and wherein said 
video game apparatus reads said first game program\from the 
storage disk. 
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69. The method of clSaim 59, wherein said second game program is 
stored in a program memory cartridge that is manually 
removable from said portable game system. 

70. The method of claim 59, wherein at least a portion of said 
second game program is stored on a program/data storage 
disk and wherein said video game apparatus reads said 
portion of the second game program from the storage disk and 
transfers the second game program portion to said portable 
game system for execution in said second processor. 

71. The method of claim 59, wherein said discrete display device 
is a liquid crystal display (LCD) device. \ 
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72. In a viVeo game system including a first game apparatus 
having aVirst processor, and a second game apparatus having 
a second processor and a discrete display device, a method of 
operating sard video game system comprising the steps of: 

(a) executing a firht game program by said first processor to 
generate first prcture data representing a player controlled 
character having a plurality of body parts; 

(b) generating a pictureXsignal from said first picture data for 
display of said player\character>-qn a display; 

(c) generating game data in Vaid f Vrst Jgame apparatus to specify 
movements of a plurality ok said body parts of said player 
character; \ V 

(d) transferring said game data tb said second game apparatus; 

(e) executing a second game progrank by said second processor, 
to generate second picture data csf said body parts of said 
player character in accordance wich the movements specified 
in said transferred game data; and~\ 

(f) displaying said second picture data ori said display device 
in said second game apparatus . \ 

73. The method of claim 72, wherein said body Varts are an 
articulated member that is bendable about aft least one joint 
under control of a manipulatable control device. 

74. The method of claim 72, wherein movements of said player 
character are controlled by manipulation of a control device 
connected to said first game apparatus. \ 
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75. The method of claim 72, wherein movements of said player 
characteV are controlled by manipulation of a control device 
in said sefeond game apparatus . 

76. The method of \laim 75, wherein said control device is a touch 
sensitive device\ 

77. The method of claim\72, wherein said first game program is 
stored on a program/data storaoe-^disk and wherein said first 
game apparatus reads the\ first/ game program from the storage 
disk. \ V / 

78. The method of claim 72, whereisn said second game program is 
stored in a program memory cartridge that is manually 
removable from said second game apparatus. 

79. The method of claim 72, wherein at leWst a portion of said 
second game program is stored on a program/data storage 
disk and wherein said first game apparatus reads said 
portion of the second game program from that storage disk and 
transfers the second game program portion to\said second 
game apparatus for execution in said second processor. 

80. The method of claim 72, wherein said game data transferred 
from said first game apparatus to said second game\apparatus 
further specifies movement directions of at least one of 
said body parts of said player character. 
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81. The method of claim 72, further comprising the step of 
transferring thiroV picture data from said first game 
apparatus to said second game vS^aratus , the third picture 
data representing an image dx at least one of said body 
parts of said character f\r\display ori^said display device 
in said second game apparatus . 

82. The method of claim 72, wherein \aid discrete display device 
is a liquid crystal display (LCD) cievice. 

83. The method of claim 72, wherein said transferring step 
transfers said game data through a data transmission link 
that is partly wireless. \ 
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84 . In a video Vame system including a first game apparatus 
having a firsit processor, and a second game apparatus having 
a second processor and a discrete display device, a method of 
operating said vddeo game system comprising the steps of: 

{a) executing a first Vame program by said first processor to 

generate first pictWre data that represent components of at 
least one generated mteving object; 

(b) generating a picture si\nal from said first picture data for 
display of said moving OD^ect ; 

(c) generating location data in\ sa^a first game apparatus to 
specify relative locations of\at\ least one^of said components 
of said moving object; \ 

(d) transferring said location data\from said first game 
apparatus to said second game apparatus; 

(e) executing a second game program byNsaid second processor to 
process at least some of said transferred location data to 
generate second picture data representing said moving object 
positioned at said relative locations; \nd 

if) generating from said second picture data\a moving picture 

of said moving object for display on said display device in 
said second game apparatus . \ 

85. The method of claim 84, wherein said first game program is 
stored on a program/data storage disk and wherein said first 
processing system reads the first game program from the 
storage disk. \ 
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86. The Method of claim 84, wherein said second game program is 
storedXin a program memory cartridge that is manually 
removably from said second game apparatus . 



87 . 



88. 



The method Ve claim 84, wherein at least a portion of said 
second game program is stored on a program/data storage 
disk and whereito said first game apparatus reads the 
portion of the second game program from the storage disk and 
transfers the second game program portion to said second 
game apparatus for executioriin said second processor. 




The method of claim 84, Vtterein s#id location data 
transferred from said firsJ: game apparatus to said second 
game apparatus further spec\fies movement directions of said 
moving object. 



89. The method of claim 84, wherein said transferring step 
transfers picture data from said fVrst game apparatus to 
said second game apparatus representing an image of at least 
one component of said moving object for display on said 
display device. 

90. The method of claim 84, wherein said moving object is a 
human-like character and said components atfe body parts. 



91. The method of claim 84, wherein said discrete\display device 
is a liquid crystal display (LCD) device. 
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92 . The method of c 

transfer said game 
transmission link 



. said transferring steps 
data through a data 
that iX partly wireless. 
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93. In a fedeo game system including a first game apparatus 
having \ first processor, a manual control device, and a 
discrete display device, and a second game apparatus having 
a second processor, a method of operating said video game 
system comprising the steps of : 

(a) executing a firsN: game program by said first processor to 
generate first picture data representing body parts of at 
least one animated player character moving in accordance 
with manipulation of said control device; 

(b) generating from said fir\St picture data an animated picture 
of said body parts for diVplay efr&aid player character on 
said display device in saidvfifrst game apparatus; 

(c) generating movement data in sa lSU ^f i r ^c game apparatus to 
specify movements of a plurality of said body parts; 

{d) transferring said movement data Vrom said first game 
apparatus to said second game apparatus; 

(e) executing a second game program by said second processor to 
process at least some of said transferred movement data to 
generate second picture data representing said body parts of 
said animated character moving as specified in the transferred 
movement data; and \ 

(f) generating a picture signal from said second, picture data 
for display of said animated character on a video display. 

94. The method of claim 93, wherein said first game Wogram is 
stored in a program memory cartridge that is manually 
changeable in said first game apparatus. \ 
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95. The method of claim 93, wherein said second game program is 
stored\on a program/data storage disk and wherein said 
second gkme apparatus reads the second game program from the 
program/dafca storage disk. 

96. The method of\claim 93, wherein at least a portion of said 
first game prog\am is stored on a program/data storage disk 
and wherein said ^econd game apparatus reads the portion of 
the first game program from the storage disk and transfers 
the program portion uo said/fT^st game apparatus for 
execution in said f irstv pfrocessor . , 

97. The method of claim 93, wherein said action data transferred 
from said first game apparatus to said second game apparatus 
specifies movement directions \sf at least one of said 
character body parts. \ 

98. The method of claim 93, wherein sard action data transferred 
from said first game apparatus to said second game apparatus 
specifies movement locations of at leaW one of said 
character body parts. \ 

99. The method of claim 93, further comprisingVhe step of 
transferring picture data from said second giame apparatus to 
said first game apparatus representing an image of at least 
one portion of a body part of said animated character. 
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100. The method of claim 93, wherein said animated character is 
a human- lilce character. 




said animated character is 



101. The method of cJ>aim 93, 
a non-human character. 



102. The method of claim 93,\wherem said discrete display device 
is a liquid crystal display (LCD) device. 



103. The method of claim 93, where iri said transferring step 

transfers said movement data through a data transmission 
link that is partly wireless. 
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104. In la video game system including a first game apparatus 

having a first processor, and a second game apparatus having 
a second processor and a discrete display device, a method of 
operating\said video game system comprising the steps of: 

(a) reading a gcbme program from a program/data storage disk 
into a first dfcata memory in said first game apparatus ; 

(b) transferring saicl game program from said first data memory 
to. a second data memory in said second game apparatus; 

(c) reading game data f roto said program/data storage disk into 
a third data memory in Said first/ game apparatus, the game 
data represent movements of members of a simulated object; 

(d) transferring said game data Vrot^ said th^rd data memory to 
a fourth data memory in said s^concPgame apparatus; and 

(e) executing in said second processor said transferred game 
program stored in said second dataXmemory, so as to process 
said transferred game data in said siscond game apparatus 
to generate images of said members joined and moving to form 
said simulated object on said display deVice in said second 
game apparatus . 



105. The method of claim 104, wherein said membersXof said 

simulated object are body parts of an animated character . 



106. The method of claim 104, wherein said transf erring\steps 
transfer said game program and data through a data 
transmission link that is partly wireless. 
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107. The mebhod of claim 104, wherein said fourth data memory 
in said second game apparatus is positioned in a manually 
removable daca memory cartridge which, during use, is in 
said second game\apparatus . 

108. The method of claim 104, wherein saibd fourth data memory 
is positioned in said seosmd game apparatus near vacant 
means for accepting a manualsLy reittovahLLe data memory 
cartridge which is omitted. \ 

109. The method of claim 104, wherein said transferring step 
transfers said game data through a da5a transmission link 
that is partly wireless. \ 

110. The method of claim 104, wherein said discrete display 
device is a liquid crystal display (LCD) device\_ 
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111. In a videoVjame system including a first game apparatus 

having a fir Sit processor, and a second game apparatus having 
a second processor and a discrete display device, a method of 
operating said video game system comprising the steps of: 

(a) executing a first game program by said first processor to 
generate first picture data that represent portions of at 
least one generated mdying object; 

(b) generating a picture signal from said first picture data for 
display of a first movingNjpicture 7 of\^aid moving object; 

(c) 




iy said first processor to 
£ represent a reduced 
moviiia^picture of said 



executing a second game program 
generate second picture data\thc 
resolution portion of said firs 
moving object; 

(d) transferring said second picture \iata from said first game 
apparatus to said second game apparatus; 

(e) executing a third game program by sa\j.d second processor to 
process at least some of said transferred second picture 
data to generate a reduced resolution second moving picture 
of said moving object; and 

(f) displaying said second moving picture on \aid display device 
in said second game apparatus . 



112. The method of claim 111, wherein said moving ^bject is a 
body part of an animated character. 



113. The method of claim 111, wherein said moving object is an 
animated character. 
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114. The method di claim 111, wherein said second picture data 
specify various Npicture elements that compensate for said 
reduced resolution^ / 



115. The method of claim 111, \herein said second picture data 
specify various line segments, that compensate for said 
reduced resolution. \ 
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116. In a Video game system including a first game apparatus 

having \ first processor, and a second game apparatus having 
a second processor and a discrete display device, a method of 
operating saJ^i video game system comprising the steps of: 

(a) executing a fir\t game program by said first processor to 
generate first picture data that represent parts of at least 
one generated object 

(b) generating a picture s^qnal from 
display of a first movin^\pictu 

(c) executing a second game program 
generate second picture data \hat 
first moving picture of said object ; 

(d) transferring said second picture ciata from said first game 
apparatus to said second game apparatus; 

(e) executing a third game program by saici second processor to 
process at least some of said transferred second picture 
data to generate a second moving picture c;f said object; and 

(f ) displaying said second moving picture on sa\J.d display device 
in said second game apparatus. 




first picture data for 
'said object; 

first processor to 
Bnt a portion of said 



117. The method of claim 116, wherein said object is ^a body part 
of an animated character. 



118. The method of claim 116, wherein said object is an animated 
character . 
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119. The method of claim 116, wherein all of said object is 
represented^ in said second moving picture . 

120. The method of claNlm 116, wherein said second moving picture 
depicts said object\d.th greater resolution than said 
portion of said first movinc/ picture. 

121. The method of claim 116, wherein said discrete display 
device is a liquid crystal display (LCD) device. 



122. The method of claim 116, wherein saiti transferring step 
transfers said second picture data throuqh a data 
transmission link that is partly wireless 
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123. In a vildeo game system including a first game apparatus 
having a\irst processor, and a second game apparatus having 
a second processor and a discrete display device, a method of 
operating said, video game system comprising the steps of: 

(a) executing a firsN: game program by said first processor to 
generate first picture data representing body parts of at 
least one player character; 

(b) generating a picture signal fropwsaid first picture data for 
display of said player charaoter; 

(c) transferring a second gameXprogram from said first game 
apparatus to said second gam^a^para^us^ 

(d) executing said transferred second game program by said 
second processor, so as to geneVate second picture data 
representing a plurality of bodyVarts of a player 
character; and \ 

(e) displaying said second picture data cm said display device 
in said second game apparatus . \ 

124. The method of claim 123, wherein at least\a portion of said 
second game program is stored on a program/data storage 
disk and wherein said first game apparatus reads said 
portion of the second game program from the storage disk 
and transfers the second game program portion tc\ said 
second game apparatus for execution by said second processor. 

125. The method of claim 123, wherein said discrete displVy 
device is a liquid crystal display (LCD) device. \ 
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126. The methb4 of claim 123, wherein at least some of said body 
parts are articulated and are bendable about at least one 
joint under control of a manipulatable control device. 

127. The method of claim\123, wherein said transferring step 
transfers said second game prograrfT^through a data 
transmission link that is\partly wireless. 

128. The method of claim 123, wherein movements of said player 
character are controlled by manipulation of a control device 
connected to said first game apparatus. 



129. The method of claim 123, wherein movements of said player 

character are controlled by manipulation o^ a control device 
connected to said second game apparatus . 
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130. A game\ system comprising: 

(a) a portable game apparatus having a display device, a 
boot ROM storing a first game program to be executed upon 
application \>f electrical power, manipulatable control 
members, means\for receiving a first manually changeable 
game information's tor age medium storing a second game 
program to generate\a game environment on said display 
device, a communications port for communicating digital 
information with a second game apparatus, RAM for storing 
a third game program that Vs tracfsf er$ed from said second 
game apparatus, and a first Processor for executing said 
first, second, and third game ^rog rams^ X 

(b) said second game apparatus receiving a second manually 
changeable game information storage medium storing said 
third game program, and transferring^ said third game program 
to said portable game apparatus after \receiving power-up 
data from said portable game apparatus A 

(c) said first game program causing said firsV processor to send 
said power-up data to said second game apparatus, and to 
receive said third game program transferred ^Erom said second 
game apparatus, and to store said third game program in said 
RAM for execution by said first processor to display on said 
display device at least one animated game character having 
at least one body part for which movement is generated by 
said third game program. \ 
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131. The system of cla^m 130, wherein movement of said body part 
is controlled by manipulation of at least one of said 
control members . 




132. The system of claim 130, whereNm said body part is an 

articulated part that is bendableNabout at least one joint. 
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133. A portable game apparatus having a display device, a 

boot ROM\storing a first game program to be executed upon 
application, of electrical power, manipulatable control 
members, means for receiving a manually changeable game 
information storage cartridge, a communications port for 
communicating digYtal information with a second game 
apparatus, RAM for storing a second game program that is 
transferred from said ^second game apparatus, and a processor 
for executing said firsthand second game programs, 
wherein said first program\causes said processor to send 
power-up data to said second\game x apparatus, and to receive 
said second game program transferred from said second game 
apparatus, and to store said second^gajrie program in said 
RAM for execution by said processor to display on said 
display device at least one animated, game character having 
body parts of which movement is generated by said second 
game program. 



134. The apparatus of claim 133, wherein movement of said body 

parts is controlled by manipulation of at least one of said 
control members . 



135. The apparatus of claim 133, wherein said body parO;s are 

articulated parts that are bendable about at least\one joint 
under control of a manipulatable control device. 



-23- 



136. A game System having a video game apparatus connected to 

a video display, and a portable game apparatus displaying a 
3 -dimensional simulated game world including a player 
character controlled by a human player, 
said portable gkme apparatus comprising: 

(a) first picture processing means for displaying on said 
portable display thfe game world from a first viewpoint 
viewing at least partVf said player character having a 
plurality of body parts \ and 

(b) first moving means for controlling movement of first body 
parts of said player character in a first direction in the 
game world viewed from a firfet /viewpoint ; 

said video game apparatus comprising: 

(c) second picture processing means\for displaying on said video 
display the game world from a second viewpoint capable of 
viewing a plurality of characters including said player 
character; and \ 

(d) second moving means for controlling movement of second body 
parts of said player character in a secis>nd direction in the 
game world viewed from a second viewpoint^ 

137. The game system of claim 136, wherein movements of said 
player character are controlled by manipulation of said 
first moving means. \ 

138. The game system of claim 136, wherein movements on said 

player character are controlled by manipulation of said 

second moving means . \ 
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139. The gamei system of claim 136, wherein said first and/or 
second booy part is an articulated part that is bendable 
about at least one joint. 

140. The game system ob, claim 136, further comprising a control 
device for selectingv the viewpoint from which said player 
character is viewed. \ 

141. The game system of claim 136^ wherein said first and/or second 
moving means includes a touch >sens it ive^device . 

142. The game system of claim 136, fursther comprising third image 
processing means for displaying on\said portable display a 
map of the game world capable of viewing at least a position 
of the player character in the game worsld. 

143. The game system of claim 136, further comprising control 
means for enlarging and reducing an area of \he game world 
for display on said portable display. \ 

144. The game system of claim 136, further comprising a\ plurality 
of said portable displays, each displaying the gameNvorld 
from a different viewpoint. . 
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145. A digital storage device for controlling the operation of a 
game system, the game system comprising: 

a video garne apparatus having a first processor; 

a portable game system having a second processor and a 

discrete displW device; and 

a data link for transferring game data between said video game 
apparatus and said^cor table game system, 
said digital storage\device comprising: 

(a) a digital memory mediuni for storing video game instructions 
and graphics data, said Video game^in struct ions including: 

(b) instructions executed by skid f/rst processor for simulating 
a three-dimensional world incluping a manually controllable 
player character having a plurality of animated body parts; 

(c) instructions executed by said fiSrst processor for generating 
displayable data for an image of variable views of said 
simulated world including said player character; and 

(d) instructions that said video game apparatus transfers to 
said portable game system and are executed by said second 
processor for generating an image on sai& display device 
of variable views of said simulated world including a 
plurality of said body parts of said playerNcharacter . 

146. The digital storage device of claim 145, wherern said 
digital memory medium is a disk. \ 

147. The digital storage device of claim 145, wherein sa\d 
digital memory medium is a semiconductor memory. \ 
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148. The digrtal storage device of claim 145, wherein said body- 
parts an articulated parts that are bendable about at least 
one joint. \ 

149. The digital storage device of claim 145, wherein said 
instructions executed by said second processor generate 
a view of said simulated world that is variable in two 
dimensions. \ 

150. The digital storage device of claim 145, wherein said 
instructions executed by said Nsecond processor generate 
a view of said simulated world ^ hat^ s variable in three 
dimensions. \ 

151. The digital storage device of claim r45, further comprising 
graphics data representing a plurality Nsf body parts of said 
player character. \ 

152. The digital storage device of claim 145, further comprising 
data representing words, numbers, symbols, faoes, maps, 
static pictures, picture menus, and/or other daVa that is 
transferred by said video game system to said portable game 
system for display on said display device. \ 
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153 . In a video game system including a first game apparatus 

having a frsrst processor, and a second game apparatus having 
a second processor and a discrete display device, a method of 
operating said video game system comprising the steps of: 

(a) executing a first^game program by said first processor to 
generate first picture data representing body parts of at 
least one player character; 

(b) generating a picture signal from said first picture data for 
display of said character; 

(c) executing said first game program by/said first processor to 
generate game data that specif V movements of ^a— plurality of 
said body parts of said animated char^Gfe^r; 

(d) transferring said game data to sa\d second game apparatus; 

(e) storing a second game program in said first game apparatus 
for execution by said second processor; 



(f) transferring said second game program to v said second game 
apparatus ; 

(g) executing said transferred second game program by said 
second processor, so as to generate second picture data of 
said body parts of said player character in accordance with 
the movements specified in said transferred game data; and 

(h) displaying said second picture data on said display device 
in said second game apparatus . 

154. The method of claim 153, wherein at least some of sa\id body 
parts are articulated and are bendable about at least one joint 
responsive to manual control of said second game apparatus. 
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.155. A digital storage device for controlling the operation of 
a video^game system, the video game system including a 
first game\ apparatus having a first processor for executing 
a first game\program to generate picture data that simulate a 
three-dimensional world including at least one manually 
controllable pla\er character having a plurality of animated 
body parts, and a second game apparatus digitally linked to 
said first game apparatus, the second game apparatus having 
a second processor and k discrete display device, 
the digital storage devicev compr/fs'ing : 

(a) a memory medium for storing^ video game instructions and 
graphics data; said video game^iiisJUJU^tions including: 

(b) instructions in said first game* program; 

(c) instructions in a second game program to be executed in 
said second processor in said second game apparatus; 

(d) instructions for initiating transferXof said second game 
program from said first game apparatusVo said second game 
apparatus where said second game program, is executed by 
said second processor to generate pictures^ of a plurality 
of animated body parts of a player characteV on said 
display device in said second game apparatus \ 

156. The digital device of claim 155, wherein said memory medium 
is a semiconductor memory. \ 

157. The digital device of claim 155, wherein said memory Vied ium 
is a digital disk. \ 
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158. In a garnet system including a video game apparatus having a 
first processor, and a portable game system having a second 
processor, aNdiscrete display device, and means for accepting 
a manually changeable program memory cartridge, a method of 
operating said game system comprising the steps of: 

(a) executing a first game program by said first processor to 
generate first picture data representing body parts of at 
least one player character; 

(b) generating a picture signal from said first picture data for 
display of said character; \ / , 

(c) transferring a second game progrr^m from/said video game 
apparatus to said portable gameNsystem; 

(d) executing said transferred seconds game program by said 
second processor, so as to generates second picture data 
representing a plurality of said body, parts of said player 
character; and \ 

(e) displaying said second picture data on sVid display device 
in said second game apparatus . \ 

159. The method of claim 158, wherein at least a portion of said 
second game program is stored on a program/ datav storage 
disk and wherein said video game apparatus reads\said 
portion of the second game program from the storage disk 
and transfers the second game program portion to saVd 
portable game system for execution by said second processor. 
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160. In a video game system including a video' game apparatus 
having a first processor, and a portable game system having 
a second processor, a discrete display device, and means for 
receiving a manually changeable program storage cartridge, 

a method of operating said video game system comprising the 
steps of: \ 

(a) executing a first gameNprogram by said first processor to 
generate first picture data representing body parts of at 
least one player character^ 

(b) generating a picture signalNfrom said first picture data for 
display of said player character; 

(c) transferring digital inf ormationX f rom said first processor 
to said portable game system to cause execution of a second 
game program by said second processor J so as to generate 
second picture data representing a p\ ura li ty ^o f body parts 
of a player character; and \ 

(d) displaying said second picture data on \aid display device 
in said portable game system. \ 

161. The method of claim 160, wherein at least a portion of said 
second game program is stored on a program/da ua storage 
disk and wherein said video game apparatus reads\ said 
portion of the second game program from the storage disk 
and transfers the second game program portion to saYd 
portable game system for execution by said second processor. 
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163 . In a vi$eo game system including a video game apparatus 

having a ^Eirst processor, and a portable game system having 
a second processor, a discrete display device, and means for 
receiving a manually changeable program storage cartridge, 
a method of operating said video game system comprising the 
steps of : 

(a) executing a first gatoe program by said first processor to 
generate first picture\ data representing body parts of at 
least one player character; 

(b) generating a picture signa^ from said first picture data for 
display of said player character/ 

(c) executing a second game prograW by said' second processor, so 
as to generate second picture da^Ta— representing a plurality 
of body parts of a player characte 

(d) displaying said second picture data\on said display device 
in said portable game system; and 

(e) transferring digital information from sa\d second processor 
to said video game apparatus to cause execution of a third 
game program by said first processor, so ak to generate 
third picture data representing a plurality of body parts 
of a player character, said picture signal berng further 
generated from said third picture data. 



164. The method of claim 163, wherein said transferred digital 

information includes at least one operation code that^ causes 
execution of said third game program by said first 
processor . 
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165. The method of cl>aim 163, wherein at least a portion of said 
second game program\is stored on a program/data storage 
disk and wherein said\ideo gaitie^apparatus reads said 
portion of the second game^ program from the storage disk 
and transfers the second game\program portion to said 
portable game system for execution by said second processor. 



-34- 



166. In aNvideo game system including a first game apparatus 
having\a first processor, and a second game apparatus having 
a second ^processor and a discrete display device, a method of 
operating s^id video game system comprising the steps of: 

(a) generating frrst picture data in said first processor 
representing player- controlled body parts of at least one 
player character ;\ 

(b) generating game data\ in said first processor that specify 
movements of said body\parts yo'f^said player character; 

(c) transferring said game data/over a data transmission link 
from said first processor Vb said second game apparatus; 

(d) generating second picture data in said second processor 
representing at least two of s^aid body parts of a player 
character in accordance with the* movements specified in said 
transferred game data; and \ 

(e) displaying said second picture data\as moving pictures on 
said display device in said second gaVe apparatus. 

167. The method of claim 166, wherein at lease, some of said body 
parts are articulated and are bendable abo\it at least one 
joint responsive to manual control of said second game 
apparatus . \ 

168. The method of claim 166, wherein said transferring step 
includes a step of transferring game-progression data from 
said first processor to said second processor. \ 
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169. The method of claim 166, wherein said second game apparatus 
is a portable game system having a plurality of manually 
operative^ control members that, during use, cause said 
second processor to generate control data and to transfer 
the control oata to said first processor, so as to control 
generation of s^id first picture data of said moving body 
parts. \ 

170. The method of claim i£9, wherein at least one of said 
control members is an alaalog joystick. 



171. The method of claim 169, wherein at least one of said 
control members is a touchscreen . 

172. The method of claim 169, further\ comprising the steps of: 

(f) accepting numbers as input to said portable game system that 
are entered by manual operation of \t least one of said 
control members in said portable game\ system; 

(g) transferring said input numbers to said, first game apparatus 
to cause said first processor to processXthe input numbers. 

173. The method of claim 172, wherein said input\numbers are 
credit card numbers . \ 

174. The method of claim 166, further comprising a soep of 
generating a video signal in said first game apparatus for 
display of said first picture data on a raster-scan display 
device. \ 




175. For use in a video game system including a first game apparatus 
having V first processor, and a second game apparatus having 

a second ^processor and a discrete display device, a method 
comprising\the steps of: 

(a) generating fisrst picture data in said first processor 
representing pjSayer-controlled body parts of at least one 
player characterX 

(b) generating game dava in said first processor that specify 
movements of said bod\ parts of said player character; 

(c) transferring said game \iata G^ver a data transmission link 
from said first processors tcl saids-econd game apparatus; 

(d) generating second picture data in said second processor 
representing at least two of\said body parts of a player 
character in accordance with the movements specified in said 
transferred game data for displa\ on said display device; 

(e) generating user identification dataNin said second processor; 
{f ) transferring said user identif icatiori data from said second 

processor to said first game apparatus\ and 
(g) comparing in said first game apparatus said transferred user 
identification data with predetermined identification data, 
said first processor processing further information received 
from said second processor if said user identrif ication data 
and said predetermined identification data have\ a 
predetermined relationship. \ 

176. The method of claim 175, wherein said user identification 
data identifies said second game apparatus. \ 
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177. In a video game system including a first game apparatus 
havikg a first processor, and a handheld second game 
apparatus having a second processor and a discrete display 
device a^id manually operated data entry devices, a method of 
operating \said video game system comprising the steps of: 

(a) receiving a\ identification code from manual operation of 
at least one 6\f said data entry devices in said second game 
apparatus ; 

(b) transferring said Vlentif ication code from said second game 
apparatus to said fi^st gamfe^apparatus to authorize use of 
selected game programs^ 

(c) downloading of selected \i 



st and Second game programs from a 
game program storage into s>aid first game apparatus; 

(d) executing said first game program by said first processor; 

(e) transferring said second game program from said first game 
apparatus to said second game apparatus ; 

(f) executing said transferred second Yjame program by said 
second processor, so as to generate picture data representing 
a plurality of body parts of a player\ character ; and 

(g) displaying said picture data on said dr^play device in said 
second game apparatus . 



178. The method of claim 177, wherein said identification code is 
a credit card number. 



179. The method of claim 177, wherein said identification code is 
manually entered by touching a series of digits on\said data 
entry devices. 
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180. The method of claim 177, wherein said data entry devices in 
said handheld apparatus comprise push button switches. 

181. The method, of claim 177, wherein said data entry devices in 
said handheld apparatus comprise at least one touch- sensitive 
surface . \ 

182. The method of claim 177, wherein said discrete display 
device is a liquid crystal display (LCD) device. 



183 . The method of claim 177\ wherein at least one of said 



transferring steps transfWk data over a data transmission 



link that is partly wireless. 

184. The method of claim 177, wherein at least a portion of said 
second program is encrypted and staid identification code 
enables decryption of said second Wogram portion. 

185. The method of claim 177, wherein saidVjame program storage 
is accessed by said first game apparatus tWough a data network. 

186. The method of claim 177, wherein said gameNprogram storage 
is a disk that is read by said first game apparatus. 

187. The method of claim 186, wherein at least a portion of said 
second program is encrypted and said encrypted program 
portion is read from said disk by said first game apparatus. 
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188. The method of cJvaim 185, wherein said encrypted program 
portion is burned into said disk after pressing. 



189. The method of claim 187 , \herein_sal'd encrypted portion is 
burned in the Burst Cutting Aisea of said disk. 

190. The method of claim 187, wherein movements of said player 
character body parts are controlled bV manual operation of 
said data entry devices in said handheld^ apparatus . 
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191. In a video game system including a video game apparatus 

having k first processor, and a portable game system having 
a second processor and a discrete display device and manually 
operated control members, a method of operating said video 
game system comprising the steps of: 

receiving an identification code from manual operation of 
said control members in said portable game system; 
transferring said identification code from said portable game 



(a) 



(c) 

(d) 
<e) 

(f) 



(g) 



<h) 



system to said video ^ame apparatus to authorize use of 



/ 



selected game programs ;\ 

downloading of selected fUrst/ and second game programs from a 
game program storage into sVio^rdjieo game apparatus ; 
executing said first game program by said first processor; 
transferring said second game program from said video game 
apparatus to said portable gameVsystem; 
executing said transferred second, game program by said 
second processor, so as to generate Xpicture data representing 
a plurality of body parts of a playeV character; 
displaying said picture data on said a^splay device in said 
portable game system; and 

controlling movement of said player character body parts by 
manual operation of said control members in\ said portable 
game system. 



192. The method of claim 191, wherein said transferring steps 

transfer data over a data transmission link that \.s partly 
wireless . 
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193. The tne t hod of claim 191, wherein said identification code is 
a credit card number. 



194. The method X3f claim 191, wherein said identification code is 
manually entered by touching a series of digits on said 
control members\ 



195. The method of claim Jx91, wherein at least a portion of said 



196. The method of claim 191, wherein said game program storage 
is accessed by said first game apparatus through a data network. 

197. The method of claim 191, wherein said game program storage 
is a disk that is read by said first game apparatus. 

198. The method of claim 197, wherein at leasY a portion of said 
second program is encrypted and said encrypted program 
portion is read from said disk by said first game apparatus. 



enables decryption of s a rdl second/program portion. 



second program is encrypted and said identification code 




199. The method of claim 198, wherein said encrypted portion is 
burned in the Burst Cutting Area of said disk. \ 



